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METHOD AND APPARATUS FOR
PROVIDING PLAYER INCENTIVES

RELATED APPLICATIONS

The present application is a Continuation application of
U.S. application Ser. No. 12/238,849, filed Sep. 26, 2008,
which is a Continuation-in-Part application of U.S. applica-
tion Ser. No. 11/780,882, filed Jul. 20, 2007, now U.S. Pat.
No. 8,512,133, which claims priority to U.S. Provisional
Application Ser. No. 60/928,855, filed May 11, 2007, and to
U.S. Provisional Application Ser. No. 60/838,234, filed Aug.
17, 2006, which applications are incorporated herein by ref-
erence in their entirety. U.S. application Ser. No. 12/238,849,
filed Sep. 26, 2008, is also a Continuation-in-Part of, and
claims priority to U.S. application Ser. No. 11/001,775, filed
Nov. 30, 2004, now U.S. Pat. No. 8,038,529, which claims
priority to U.S. Provisional Application Ser. No. 60/569,030,
filed May 7, 2004, both of which are herein incorporated by
reference in their entirety. Furthermore, U.S. application Ser.
No. 12/238,849, filed Sep. 26, 2008, is a Continuation-in-Part
of, and claims priority to U.S. patent application Ser. No.
11/704,144, filed Feb. 8, 2007, now U.S. Pat. No. 8,016,668,
which claims priority to U.S. Provisional Application Ser.
No. 60/771,505, filed Feb. 8, 2006, each of which applica-
tions are herein incorporated by reference in their entirety.

FIELD OF THE INVENTION

The field of the invention relates generally to gaming, and
more particularly to providing incentives to players.

RELATED ART

People enjoy playing games and often regard a prize won
by playing a game to be more valuable than that of the prize
itself. Just the chance to win a prize provides considerable
entertainment. Games are often used to induce persons to visit
a location in order to obtain a game entry, check game out-
comes and/or redeem prizes won. The well-known
McDonalds restaurant, for example, provides scratch-off
game cards with prizes of cash and other awards as prizes.
Such scratch-off tickets are provided free of charge without a
purchase requirement. To obtain a free game card, people
need only to visit a local McDonalds location.

The well-known Publisher’s Clearing House sweepstakes
offers the chance to win large sums of money just by returning
aform which is entered into a future sweepstakes drawing for
the cash prizes. People receiving the offer could return the
sweepstakes entry alone, or may include an order for maga-
zine subscriptions (requiring payment) along with the sweep-
stakes entry.

Games which require a purchase are also well-known. For
example, to play slot machines or gaming tables in Las Vegas,
people are required to make a wager. Casinos sometimes
issue free or reduced price wagers to entice people to visit a
casino location. For example, an enticement of $20 in free
play might be included in a direct mail piece. A person that
receives such a mailer can simply bring the mailer to a des-
ignated casino location within defined time limits and receive
that amount in coins, free credits on a gaming machine or
promotional chips for play on table games. While such offers
are enticing, they often are not strong enough to overcome the
effort of returning to the casino and often times, people sim-
ply forget about the offer and do not return within the allotted
time to collect their incentive.
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Some casinos offer promotional games on the casino floor,
wherein players redeem their free credit entitlement in the
form of a game which can randomly award one of several
amounts of free credits for casino game play, which are
redeemable immediately or at a later time to encourage return
visits. In some cases, the person must return at a later time just
to learn the award value. People are sometimes reluctant to
revisit the casino to learn of a prize value or to collect a prize
due to the passage of time, disengagement from the game
process or simple forgetfulness.

Player tracking systems, such as International Game Tech-
nology’s Advantage system and Bally Technology’s Slot
Management System and Table Management System are also
well known. Player tracking systems are useful for automat-
ing some or all of the tasks required to provide additional
incentives for frequent or loyal play. For example, points may
be awarded for every unit of wagers made and those points
may be redeemed for prizes.

Player tracking systems utilize magnetic striped cards to
hold a unique identifier which is associated with a specific
person’s account. Each gambling machine and/or table game
position is equipped with a compatible card reader. A person
wishing to allow their gambling activities to be monitored
inserts their card into the compatible card reader. Other iden-
tification techniques are also useful with player tracking sys-
tems and include but are not limited to biometric identifica-
tion, smart cards and Hollerith cards. In some cases,
additional identity authentication is required such as entering
a PIN or password on a keypad or touchscreen.

Most player tracking systems, include a display which
provides acknowledgment that the card was accurately read
and associated with an account. Typically, for so long as the
person’s card remains inserted in the reader, all gambling
activity that occurs on the associated gambling game is
recorded on the identified account.

All card readers and displays associated with the player
tracking systems are connected via a network to one or more
central servers where account records are kept. Player track-
ing systems are well-known in the gambling industry.
Example player tracking system architectures are found in
U.S. Pat. No. 5,429,361 entitled “Gaming machine informa-
tion, communication and display system” and U.S. Pat. No.
5,655,961 entitled “Method for operating networked gaming
devices,” both of which are herein incorporated by reference.

Player tracking systems are also used to automatically
provide awards to players as described in U.S. Pat. No. 6,712,
697 entitled “Method for crediting a player of an electronic
gaming device” which is also incorporated by reference
herein.

Although gambling is a popular activity, a great percentage
of'the worldwide populations do not gamble. This is true even
after excluding underage persons, those with insufficient dis-
posable income and those with a religious or other belief that
prevents them from gambling as recreation. It is expensive for
the casino to market to the general population because so
many people are unqualified for gambling because of age
restrictions or the biases of personal belief. And the burden of
making a first-ever visit to the casino are comparatively high
in terms of comfort and convenience, so incentives must be
disproportionately large. As a result of these factors, most
gambling venues, such as casinos, find it prohibitively expen-
sive to recruit new players to the extent desired.

There are many different types of games that can be pro-
vided for entertainment separate from the casino environ-
ment. For instance, lottery tickets are sold through retailers
using machines referred to as point of sale (POS) terminals to
permit players to play such games. These tickets are generally
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printed at the POS terminal, and are usually issued for some
lottery drawing to be performed at a later time. Examples of
these types of lottery games of chance include traditional state
lottery drawings and multi-state lottery drawings (e.g., Pow-
erBall). Another well-known drawing-based game includes
the game of Keno. Further, there are many online games that
can be played using a computer system coupled to a commu-
nication network (e.g., the Internet). These games may
include traditional games of chance, games of skill, and
casino-type games, among others, some of which may
involve online gambling.

Numerous organizations and companies have incentive
programs for customers. For example, airlines have frequent
flyer programs that allow a member passenger to take free
trips or provide other perks after the member has taken a
minimum number of flights or has flown a minimum number
of' miles. Numerous other types of establishments, including
hotel chains, chain stores, and movie rental companies, have
similar programs used to incentivize a customer.

Casinos also often have similar frequent player programs
that provide incentives for continued customer patronage. For
instance, the Foxwoods Casino (Mashantucket, Conn.) offers
aprogram referred to as Wampum Rewards. A player partici-
pating in the program receives a card which the player uses
whenever he/she comes to the casino. In one example imple-
mentation, the player swipes the card at special kiosks located
within the casino which permit that player to have a chance to
win prizes. A Wampum Rewards member may also swipe his
or her card whenever betting or spending money within the
casino and in the associated hotel, resort, or shops. As the
player bets or spends more money, the player becomes eli-
gible for free or reduced cost perks. Other examples of fre-
quent player programs used in the casino environment
include the well-known Harrah’s Total Rewards, Wynn Casi-
no’s Red Card, and Trump Casinos’ Trump Card programs.

As with frequent flyer programs and other types of incen-
tive programs, typical goals of the casino frequent player
program include increasing player loyalty, providing incen-
tives to a player to visit the associated casinos as often as
possible, and encouraging the player to spend as much money
in the associated establishments as possible. To further
improve the effectiveness of player loyalty programs, there is
a present and recurring need for new methods to provide
incentives to frequent player program members.

SUMMARY OF THE INVENTION

New and more interesting game formats are needed for
lottery and casino type games that keep players’ interest and
therefore result in continued and/or return players. According
to one aspect of the present invention, a method is disclosed
for providing additional incentives for a player to visit a
gambling location (e.g., a land-based casino or other gaming
establishment).

According to one aspect of the present invention, it is
appreciated that it may be desirable to create games that
provide prizes that provide people the opportunity to play
games for free, a specific fee or at a discounted fee at locations
away from the casino in order to win incentives that will
encourage them to visit a casino or other gambling location. It
is also desirable to invite qualified persons to either return to
or initially visit a gambling location based upon their pro-
jected interest in gambling and their projected worth as a
gambling customer. It is further desirable to automate some or
all of the monitoring and fulfillment process using computer
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networks such as those found within the Internet infrastruc-
ture and the gambling location’s player tracking infrastruc-
ture.

In one example game format consistent with principles of
the present invention, a player participating in a frequent
player program is provided a prize to encourage the player to
return to the casino or other establishment. The prize may be
in the form of, for example, a non-cashable credit for playing
additional games, a complimentary offer, and/or promotional
prizes. Inthis way, the casino or other establishment generally
can increase revenue as the number of return players
increases. In one example game format, the player is pre-
sented the non-cashable credit, complimentary offer, and/or
promotional prize in an interface of a computer system. For
instance, the player may be revealed the awarded prize(s)in a
computer system coupled to the Internet that communicates
with a website of an operator.

The player may be incentivized to visit the gambling loca-
tion of the operator by receiving a coupon to redeem on the
operator’s property. The coupon may be associated with a
frequent player program identifier (e.g., an account number,
name, etc.) that is assigned to the player. In one embodiment,
the player may be permitted to reveal the prize associated
with the coupon in the interface of the computer system. In
one form, the prize may be revealed during play of an online
computer-based game.

As discussed, the prize may be redeemed on the operator’s
property, thereby encouraging the player to return to the gam-
bling location. In another example, the prize is awarded after
the player’s experience on the operator’s property, increasing
the likelihood that the player will return to the operator’s
property to redeem the prize. The prize, in one embodiment,
may include a non-cashable credit for playing additional
games, and thus, the play of additional games may increase
revenue for the gaming operator. Other prizes (e.g., compli-
mentary offers, promotional prizes, etc.) separate from the
casino may be provided which enhance the player’s experi-
ence and encourage return.

In another aspect of the present invention, a player’s par-
ticipation in the frequent player program coupled with con-
tinued play by the player may increase the player’s chances of
winning a prize, thereby encouraging continued play. In one
embodiment, the prize may be an entry in a sweepstakes, and
increased play of the player on the operator property may
increase the chances of the player to win the sweepstakes.
Players may be awarded increased chances for particular
types of behavior, such as, for example, length of play on a
particular device, amount of money spent within a period of
time, or other parameter associated with types of game play
that the operator wishes to encourage.

According to another aspect of the present invention, a
player is incentivized to return to a casino or other gambling
location through the play of an online game. According to
another aspect of the present invention, the game may be an
online game that provides one or more revealed outcomes to
a player during play of the online game (referred hereinafter
as a “reveal-based game”). To this end, various aspects of the
present invention may be facilitated using a reveal-based
game conducted over a communication network such as, for
example, the Internet. According to one aspect of the present
invention, a player may be awarded a prize during play of the
reveal-based game, wherein the player may be required to
return to the casino or other gambling location to redeem the
award. In this way, the online game is used to incentivize
players to return to the gambling location, increasing the
opportunity to increase revenues.
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According to yet another aspect, players may refer other
players or potential players that should also receive prizes,
bonus play awards, play incentives, and other promotional
material. A referral may be made by specifically providing
another players contact information. A referral typically
includes contact information, for example e-mail, to permit
delivery of an incentive, invitation, bonus play opportunity, or
other advertising and marketing material to the referred
player. Referrals may also occur in the course of trying to
achieve/redeem multiparty bonus play offers, multiparty
incentives, multiparty awards, or multiparty prizes. It is real-
ized that encouraging return play of groups not provides
additional benefit the gambling and affiliated location opera-
tors but also increases the ability to provide larger incentives.
In one example, a player receives an invitation to participate
in a multiparty bonus game. In order to qualify and/or redeem
the bonus, required is another 10 players who also agree to
participate. The referring player may forward the invitation to
10 or more people s’he knows to meet the requirements of the
offer. Referrals may be tracked, and the referrals themselves
may identify a group of potential/actual players whom the
referring players has some relationship, e.g. friend, peer, fam-
ily, associate, etc. Knowledge about a player tracked through
player club membership, for example, can be coupled with
knowledge about his/her associates and relationships to iden-
tify candidates likely to share similar interests, and in the
example of a valued player, candidates who are also likely to
be/become valued players.

According to another aspect, it is appreciated that a high
value player likely shares characteristics in common with
her/her associates, friends, family, and peers that would make
that player’s associates, friend, family, and peers good can-
didates for being high value players themselves. It is realized
that any increase in the likelihood of actual redemption of
bonus play offers, represents value to gambling locations,
their affiliates, and marketers of the same. It is realized that,
utilizing the relationship between an already identified valued
players and potential new players and/or players with the
potential to become high value players, many of the problems
associated with marketing to the general population, and even
marketing to existing players are overcome. It is further real-
ized that valued players may be analyzed to identify charac-
teristics of valued players and then target other person/poten-
tial players with similar characteristics for receipt of awards,
incentives, and/or other marketing material.

Moreover, a player who visits gambling establishments
regularly may serve as an additional incentive to players who
would be unlikely to visit a gambling establishment on their
own. In other words, a regular player may be incented to
organize less receptive players into performing actions at a
gambling location. Having the regular player organize and
sometimes manage a trip to a gambling location increases the
likelihood that the reluctant player will redeem a bonus play
award/incentive, because the reluctant/new player is more
likely to join the regular player in a visit to a gambling
location rather than visit on his/her own.

Inyet another aspect, a player is able to create and maintain
areferral network. Additionally, in another example an opera-
tor is responsible for maintaining a referral network based on
referrals entered by a particular player. The operator may be
a gambling location operator, an operator of an affiliated
location, or an independent bonus operator. In one example,
the referral network includes identifying information for each
referral that enables an operator to direct bonus play incen-
tives/awards not only to the player, but also to the members of
the referral network. Bonus play incentives and awards may
be delivered directly to the referral network, for example, via
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e-mail or other communication means. Additionally, bonus
play incentives/awards may be delivered indirectly.

According to one aspect, a bonus provider insures that a
player receives incentives to establish and maintain a referral
network. In one example, a player’s standing determines the
type of awards, frequency of award, and even increased
chance of receiving award with respect to provided win
opportunities. Player standing may be linked to the quality of
referrals submitted by a particular player. Moreover, the size
and associated player value of a referral network may like-
wise impact a player’s standing. Many criteria can be used in
valuing a referral network, including basing network value on
the projected value of its constituents, and may include pre-
miums for referrals of new players. Additionally, disincen-
tives may be provided for bad referrals, in that value of the
network is decreased by referring players who do not redeem
and/or participate in a referral offer. Conversely a player who
redeems only offers and does nothing else may also be
deemed a bad referral.

According to one aspect, existing players generate referrals
of other players and potential players. Each referral may be
automatically tracked to generate a referral network without
player involvement. Additionally, referrals may by generated
by affiliated locations, affiliate networks, or other non-human
i.e. automated referrals. Each source of referrals may be
tracked and a value associated with the associated network of
referrals.

According to another aspect, an interface may be provided
to allow an individual player and/or other source of referrals
to access, review, track, and/or download information on
referrals. In one example, the interface is used to determined
redemption/completion of referrals. Additionally, the inter-
face may serve a vehicle to provide information on the indi-
vidual referred. In one embodiment, a referral network com-
prises friends and associates of a particular referring player.
The referrer (who can be thought of as the hub of the referral
network) may wish to determine if his/her friends and asso-
ciates are also at a gambling location. The interface provides
status information, that may indicate “on-site” or “off-site”.
For “on-site” players a location may be displayed through the
interface. In some embodiments, an automated message may
convey to a player that members of his referral network are on
site, and may also include a location. In one aspect, the
interface for the referral network facilitates interaction
amongst members of the referral network. One should appre-
ciate that the services provided need not be limited to the hub
of a network, but rather, can notify other members of a net-
work of respective status information.

According to another aspect incentive offers to referrals
may be made directly to the members of a referral network,
but also incentive offers may be made indirectly. For direct
offers, the offer itself may reference the referring player,
his/her identity, or provide some indication that the incentive
offer is being provided as part of participation in a referral
network. Incentive offers may be delivered to the referral
network hub and all the members of his/her referral network.
Additionally, certain offers may be tailored to subsets of
referral networks. For example, members of a referral net-
work who consistently played table games, may receive
incentive offers directed to table type games.

Indirect offers may include, for example, extending an
invitation to areferrer to incent the referrer to “pass along” the
offer to another party. In one example, an incentive offer is
extended to the hub of a referral network, the offer requires
participation of at least 10 other players in order to qualify and
redeem the offer. The incentive offer may be for free play,
bonus play, credit, points, prizes or other merchandize for
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example. Group prizes can be commensurately larger and
thus the incentive on the referrer and potential players he/she
passes the offer along to may be increased.

According to another aspect, indirect referrals capture the
goodwill of the relationship between the referrer and the
indirect referee. Moreover, by providing incentives to the
referrer, typically a frequent and/or consistent visitor to a
gambling location—the indirect referral capitalizes on the
fact that the referrer was likely going to the gambling location
anyway, so he/she has a greater incentive to encourage the
indirect referees to attend and/or participate in the incentive.
Thus not only can an incentive offer capitalize on the rela-
tionship, but also on the self interest of the referrer (not to
mention the self interest of the indirect referral who also
receives the incentive offer). It is realized that coupling the
effects of the relationship and/or the self interest of players
serves to reduce any player’s or potential player’s reluctance
to visit a gambling establishment.

According to another aspect, a referral network may be
used to qualify members of the referral network for partici-
pation in bonus play games. In one example, when the hub of
the network qualifies for bonus play, as discussed herein, the
entire referral network may also be qualified for bonus play.
In one embodiment, the referral network may be used to
define a friend play group. Friend play groups may actually
emphasize the relationship between the members of the refer-
ral network and/or require a particular relationship. In one
embodiment, the information entered with respect to referral
requests a designation of the relationship between the referrer
and the referee. Although one should appreciate that such
information is not required. A bonus operator may use exist-
ing friend play groups to target offers and awards to groups
associated with valued players. It is realized that players who
engage in bonus play and visit casinos are likely to associate
with others who share the same or similar interests. Making
those associates/friends more likely to participate in bonus
games and visit casinos. Various criteria may be identified as
indicative of a propensity to play, game, and gamble. Recog-
nition of those criteria allows an operator to extend and target
marketing and promotional material into segments of similar
character. Segments of people who are associated with a
valued player are likely to share characteristics that make
them receptive to similar offers and incentives as the referrer.

According to another aspect, the friend play networks and
more generally referral networks can be used as a feedback
mechanism to hone in on characteristics that correlate with
receptiveness to incentive offers and awards. In one example,
incentive offers may be used to target a particular character-
istic within a referral network. Tracking the rate of participa-
tion across referral networks yields information on the
strength of the correlation between that characteristic and
redemption/participation rates. Additional information may
be derived across multiple networks having similar charac-
teristic(s). Not only can specific characteristics be identified
and tested, but information collected on referrals and the
referrers themselves can provide insight into the profile of an
ideal player. The ideal player profile allows for identification
of characteristics in common of the players who make up the
5/50 group of players. These profiles can be used to identity
potential players who are more likely to game, gamble, or
participate in incentive offers. In order to facilitate collection
of information, each referral may be required to contain at
least some identifying information about the referral, for
example, relationship to referrer. Additional incentives may
be provide for any additional information provided. Addi-
tional information may include, for example, information on
activities, hobbies, work information, etc.
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According to another aspect, an incentive is provided to
each referee. The incentive comes in the form of the incentive
offer or invitation to participate in an incentive offer. The
referral offer may be delivered directly or indirectly. Referees
may also receive awards and bonuses through participation in
areferral network. As has been discussed, there often exists a
reluctance to visit a gambling location to redeem or partici-
pate in an incentive offer or invitation. Providing something
of sufficient value is one element used in overcoming the
reluctance. Providing incentives to bring friends along further
erodes the barrier to visiting a gambling location. In one
example, additional incentives are provided to referees in a
referral network. In one embodiment, the additional incen-
tives take the form of credits to the referred player with the
same level or status of the referring player. In an example
where the referring player has a valued status with a gambling
location and/or an affiliated location, the referred player may
be treated as having the same level or status. This may entitle
the referred player to greater rewards, higher valued incentive
offers, and/or better odds at receiving awards.

According to another aspect, an online interface to a refer-
ral network system enables a player to access and review
offers and/or potential invitations that are available for quali-
fication/redemption. The offers may be available across a
number of gambling locations, affiliated locations and the
like. Some offers and/or invitations may have associated
qualifications for viewing. In one example, only a hub of a
referral network of sufficient value may view a particular
offer. In another example, an invitation is open to anyone,
even one who has not yet established a referral network.
Typically such an invitation would include establishing a
referral network as a qualifying event.

In one embodiment, the system requires loyalty/player
club membership numbers as part of inputting a valid regis-
tration. Once registered the player is provided a listing of
available bonuses. Bonus listing may be further constrained.
Such constraints may include value of the player, value of the
player’s referral network, value of a network the player is a
member of, among others options. In one example, the player
must request that a particular bonus be unlocked, that is
indicate an intention to attempt to qualify for a particular
bonus. For bonuses that require multiple participants, the
player may be required to enter e-mail address and/or player
club numbers for each of the referral s/he wishes to qualify
with. Although one should appreciate other communication
methods may be employed. Invited player may also be
required to responds to an invitation. A response may include
confirming identity information entered by the referring
player/entity. For example, a referred player may respond by
registering an online group gaming site. Additional informa-
tion may be required, for example, gambling/gaming club
membership numbers.

According to yet another embodiment of the present inven-
tion, it is appreciated there is a great deal of effort and expense
to introduce additional games, especially in the casino area. In
particular, as each game is introduced, its features are scruti-
nized by regulators prior to introduction. It therefore would
be beneficial to be able to reduce the regulatory effort in
introducing new games that are exciting to players to play. To
this end, according to one aspect of the present invention, a
system is provided having two games, one of which is already
approved by regulators whose outcomes are used to drive
outcomes of another game. Because the outcome determina-
tion and odds of winning the other game are driven by a
previously-approved game, the regulatory hurdles associated
with releasing the other game are reduced.
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In one aspect of the present invention, the player is permit-
ted to play a computer-based game (referred to hereinafter as
a “primary” game) during which the game playing system
reveals results of another game (referred to hereinafter as a
“secondary” game) such as a reveal-based game in an online
game experience as discussed above. Also as discussed, the
primary game may be used to reveal one or more awards to the
player. Such awards may be predetermined based on selection
criteria of an award to the player (e.g., based on action(s) of
the player, information about the player, or any other player-
related criteria). However, in some cases, the player may be
entered in a sweepstakes or drawing which may be deter-
mined at a later time as a result of a secondary game.

This secondary game may be a casino or lottery-based
game and, according to one embodiment, this secondary
game is already approved by regulators. One such game is the
well-known game of Keno. However, it should be appreciated
that the secondary game may be any other type of game (e.g.,
a lottery game). The primary game may be any type of com-
puter-based game, including games of skill and/or chance,
such as card games, casino games, video games or any other
type of game through which a result from another game may
be revealed. In one aspect of the present invention, the play of
the primary game that the player plays does not affect the
outcome of the secondary game. In another aspect of the
present invention, the secondary game result does not affect
the outcome of the primary game played by the player.

In one example, the primary game involves some level of
influence by the player on the outcome of the primary game.
For instance, the primary game may be a game of skill.
However, it should be appreciated that the primary game be a
game based on chance, or combination of skill and chance,
and that any type of game can be used to reveal an award to the
player. In one example, the primary game may be similar to
the well-known game of COLLAPSE (COLLAPSE is a
trademark of GameHouse, Inc., Seattle Wash.) and its varia-
tions. As is known, COLLAPSE is a game of skill that allows
the player to earn points by removing elements from a game
grid. COLLAPSE and similar games involve a window hav-
ing a grid having colored elements where new lines of the grid
are fed into the bottom of the grid periodically. A player
removes groups of three or more similarly-colored elements
by selecting them within the grid. The player may be permit-
ted to play the game of COLLAPSE (or similar game), during
which the result of the primary game is revealed over one or
more instances of the COLLAPSE-type game. However, it
should be appreciated that the result (or any other indication)
may be revealed to the player during, before, or after play of
any instance of an online game.

According to one aspect of the present invention, the COL-
LAPSE-type game is combined with a second level game.
Play of the second level game may proceed after some
achievement level in the COLLAPSE-type game. For
instance, points may be awarded in the COLLAPSE-type
game, and in one embodiment, the second level may proceed
after the player achieves a particular point total as further
discussed below. Alternatively, the player may play the COL-
LAPSE-type game until completion, and at the end of the
COLLAPSE-type game, the player begins playing the second
level game.

According to one aspect of the present invention, the result
of the primary game is stored on a server coupled to a com-
puter system upon which the game is played. In one example,
the resultis downloaded to the computer system prior to game
play. The result may be in the form of intermediate results of
each game instance that are displayed to the player at various
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points during game play. For instance, intermediate results
may be displayed to a user during an instance of a COL-
LAPSE-type game.

In one embodiment of the present invention, the traditional
game of COLLAPSE or similar game is coupled with a sec-
ond level game. Further, during the play of the COLLAPSE-
type game, one or more items are awarded to the player for
use in the second level game. For instance, items are awarded
when particular one(s) of the elements are removed from the
grid. In the example of the COLLAPSE-type game, there may
be an indication that one or more of the elements of the grid
contains an item (e.g., one that may be used with a second
level game). This indication may be, for example, a graphical,
textual, or other symbolic indication that the element contains
an item. In one example, this indication may be the same or
similar element used to indicate that there is a hidden item
associated with the element. The type of hidden item may not,
according to one embodiment, be known by the user until the
hidden item is revealed during game play. In one example,
when the element having the hidden item is selected (or
removed from the grid), the game program displays the item
to the player.

In another example, the grid may contain more than one
hidden item, and these items may be collected by the player as
hidden items are revealed. When the game has ended, the
player may use the one or more collected items in the second
level game. In one example game, the items revealed during
the game of COLLAPSE are used to open hidden items in a
second level game. For instance, the second level game
includes a series of safes (or other element type) which are
opened (and their hidden items revealed) with items collected
during the play of the COLLAPSE-type game. In one
example, the items are representations of sticks of dynamite
that are used by the user to open the safe. However, it should
be appreciated that the items may be any type of item that can
be used in a second level game.

Hidden items revealed during the second level of play may
be, for example, a cash prize awarded for a particular game. It
should be appreciated, however, that other prizes may be
awarded (e.g., merchandise, credit, free play, etc.) and that the
invention is not limited to any particular prize type.

According to one aspect of the present invention, prizes
revealed during the second level game may be stored in a
database of the server and downloaded to the client prior to
play. In this example, the player may be allowed, when an
invitation is received (e.g., when a ticket is purchased at a
POS, the player receives an e-mail invitation, etc.), the ability
to play a number of instances of the game. Prizes may be
awarded, for example, at each instance of the second level of
the online game. To this end, the result of each prize may be
stored in the database of the server, and may be indexed by an
identifier of the invitation (e.g., a ticket identifier). For
example, the identifier may be a serial number or other iden-
tifying information.

According to one aspect of the present invention, prizes are
only awarded in the second level game. In another example,
after a prize is revealed (or not) in the second level game, the
player is permitted to play any remaining instances of the
primary game (e.g., a slot-machine type game or COL-
LAPSE-type game). According to another embodiment, the
player may not be permitted to replay game instances after
they have been played. To this end, a game-playing system
may maintain a status of the game instances played by the
player. The game-playing system may maintain other infor-
mation, such as game play information, how prizes are
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revealed to the player, and other information that may be
useful for assessing or auditing game play and playing expe-
riences of the player.

Each instance of the game may include an associated prize
(or not), and these prizes may be combined for an overall
prize associated with the ticket. In one example, the prize
associated with the first instance of the COLLAPSE-type
game and its second level is $10.

Each instance of the game may include an associated prize
(or not), and these prizes may be combined for an overall
prize associated with the ticket. In one example, the prize
associated with the first instance of the COLLAPSE-type
game and its second level is $10. A prize associated with a
second instance of the COLLAPSE-type game and its second
level is $15. The prizes associated with each instance of the
COLLAPSE-type game and its second level may be stored as
an entry in the database of the server.

Alternatively, the result of each prize for each instance of
the game may be determined dynamically by the client com-
puter. For example, if the overall prize (e.g., $25) for the ticket
is known, the client can determine (e.g., randomly) a distri-
bution of winnings of the overall prize among game instances.
In the example above, a play of the ticket on one computer
could award a $25 prize among two game instances as fol-
lows: $5 prize for the first game instance and $20 for the
second game instance. Another play of the ticket on the same
or different computer may award a $25 prize differently
among the two game instances (e.g., $10 for the first game
instance, $15 for the second game instance, etc.). It should be
appreciated, however, that the game may include any number
of game instances, and the prize associated with each game
instance may be stored in any storage location (e.g., at the
client computer, at the server, etc.).

In another example system, prizes may be awarded in
association with each item collected in the game (e.g., a stick
of dynamite in a COLLAPSE-type game). Therefore, prizes
may be distributed among hidden items in the game grid as
well as being distributed among game instances. As dis-
cussed, prize distribution may be stored in a database of the
server, may be determined by the client (e.g., randomly), or
may be stored at any location or be determined by any manner
by the client.

According to another aspect of the present invention, an
improved game experience is provided for revealing the result
of an online game. As discussed above, a player purchases a
ticket or other game piece at a POS or other location. On the
ticket, multiple plays of an associated online game are pro-
vided with each ticket or other game piece. The player can
play those multiple plays across a set of games. For instance,
the set of games may include, for example, games of skill
and/or chance as discussed above. Certain games may include
one or more attempts (or opportunities) for winning prizes.
These opportunities for winning may be associated with one
or more prizes. For example, a player playing a slot machine
may be awarded a certain number of opportunities to play a
game (e.g., a game instance (or game play) or other opportu-
nity to win a prize when playing a particular game instance).
In the case of a slot machine game, the player may be given a
particular number of spins of the slot machine game, and, as
a result of each spin, the player may be awarded (or not) a
prize. In one embodiment, the result of the overall game is
predetermined, and a game experience is determined for each
opportunity (e.g., spin) that results in a contribution to the
result of the overall game.

According to one embodiment of the present invention, the
type of game that is played is immaterial to the outcome
revealed to the player. More particularly, the same outcomes
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associated with a particular ticket may be used to drive mul-
tiple types of games. This allows, for example, the gaming
operator to offer multiple types of games with a single ticket,
and allows the player to select which game(s) to play to reveal
the outcomes associated with the particular ticket. For
instance, the player may elect to play a slot machine game for
a first game instance of a ticket, and for a second instance,
play a COLLAPSE-type game. Of course, it should be appre-
ciated that any type of game and other combinations of games
are possible. In this manner, the player may be provided the
flexibility to play particular games in which the player is
interested, thereby increasing his/her interest and participa-
tion in the game. Further, the game operator is provided
additional flexibility as new games may be introduced/sub-
stituted that are associated with the same ticket or other game
piece.

According to one embodiment of the present invention, the
outcome of the game is predetermined at the time of ticket
printing, issuance, or purchase or shortly thereafter. That is,
the game outcome associated with a particular ticket is avail-
able prior to, at the same time, or shortly thereafter the ticket
is provided to the player, after which time the player is per-
mitted to play any games to reveal the predetermined out-
come. In another embodiment, outcomes associated with
tickets issued to the player are determined some time after the
ticket issuance (i.e., outcomes are “post-determined”). Such
is the case with Keno or other drawing-based games wherein
game outcomes are determined after ticket issuance. In such
a game, players are permitted to obtain the outcome at a
predetermined time, usually after the player has purchased
the ticket. In one aspect of the invention, it may be beneficial
to have a later activation of tickets, especially in the case of a
ticket-based game where tickets are issued in some other
gaming environment (e.g., a casino). It may be desirable to
only permit the player to play such a game outside the gaming
environment so as not to compete with other games. Addi-
tionally, it may be desirable to require the player to revisit the
gaming environment to redeem the ticket and increase the
chances that the player will purchase additional tickets or play
other types of games offered in the gaming environment.

Also, according to another aspect of the present invention,
afirst game may be used to reveal the result of a second game.
As discussed above, this second game may be one which is
already approved by regulators. Such a system may be, for
example, a game whose results are driven by a random num-
ber generator (or RNG as referred to in the art). One such
game is the well-known game of Keno. Another game that
may be used is the well-known game of bingo. Other games
may be used to drive the result of an online game.

In one example, a Keno game and its associated system are
used to generate reveal results which are revealed to a player
during play of an online game. To this end, a Keno-based
system may be used in conjunction with an online gaming
system to present new and interesting online games whose
outcomes are driven by results provided by the Keno system.
In one particular example, a Keno system provides a correla-
tion of a ticket identifier to a Keno game which is held at some
predetermined time. As the Keno numbers are drawn, an
outcome is produced associated with the particular ticket
identifier and provided to an online gaming system. The
online gaming system uses the produced outcome to render a
new and interesting gaming experience within an online gam-
ing environment. As discussed, such an environment may
include online play of one or more online games of skill,
chance, or combination thereof.

According to one embodiment of the present invention,
wins are optimized across game instances associated with a
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ticket. For instance, a ticket may have a predetermined out-
come (for example, awarding a prize of $50), that may be
allocated across the game instances associated with that
ticket. For example, in the case of winning $50 on a 5-play (5
game instances) ticket, it may be desired to allocate the wins
across game instances to provide a particular game experi-
ence. For instance, the game experience of winning $50 may
be distributed across five game instances (e.g., five separate
games, respectively winning $5, $0, $0, $5, $40) to provide
the player an early indication of winning. Also, the remaining
game play of the game instances may be scripted to build the
drama of the game experience while still retaining player
interest. Such a scripted outcome is more interesting, accord-
ing to one embodiment, as the player is presented an outcome
in a way such that retains interest in the game. This is benefi-
cial, as an overall result includes extending scratch-type
games or other type of game experience beyond the point of
sale, and beyond the instant (but fleeting) gratification asso-
ciated with scratch-type or other instant ticket game experi-
ences.

According to one embodiment, a player is permitted to
wager and redeem bets at authorized locations (e.g., legal
jurisdictions such as lottery retail establishments, casinos,
and the like) while the online portion of the game may be
played in any locale or jurisdiction. In such a case, the casino
or lottery experience is extended to locations where otherwise
lottery and/or casino games are not available. Thereafter,
players return to the lottery or casino establishment to redeem
their tickets thereby providing yet another opportunity to
entertain the player. According to one embodiment, the player
is required to return to the lottery or casino location to redeem
their award.

According to yet another aspect of the present invention,
winning results may be split across opportunities to win. One
embodiment of the present invention relates generally to how
wins are shown to the player across win opportunities. In one
specific example, one embodiment relates to a method for
revealing wins to a player across a play of multiple game
instances that build excitement for the player and which holds
the interest of the player in continuing to play the game. It is
appreciated that the game experience may be made more
compelling if wins are distributed among win opportunities in
an interesting way.

Another method for maintaining the interest of players
includes awarding additional opportunities to win with each
ticket. For instance, one of the prizes awarded with a particu-
lar opportunity to win (e.g., during the play of the game
instance) may be one or more additional opportunities to win.
For instance, in a slot machine game, an issued ticket may be
associated with five (5) spins. One of the prizes awarded with
the ticket may include additional spins. At the time of initial
ticket activation, it may be predetermined that the ticket is
associated with these additional opportunities to win, and
these additional opportunities may be associated with the
issued ticket. The player, when playing the game, will obtain
additional satisfaction in playing because the number of game
instances to be played by the player are increased, and there-
fore, their opportunity to win is also increased. This may be
beneficial to create a more realistic gaming experience (such
as in casino slots) where additional spins may be awarded
during casino play. However, unlike casino play wherein slot
play can be continued from an online account or by placing
additional bets to create a more continuous game experience,
the additional spins are awarded to a single ticket.

Inthe case where an online game system is a Keno-based or
other drawing-based system wherein results are not predeter-
mined, additional opportunities to win may be associated
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with the ticket in the form of additional numbers selected by
acomputer system and associated with the ticket at the time of
adrawing. This may be performed, for example, by assigning
one or more additional drawing entries as a prize itself in the
pay table associated with the Keno or other drawing-based
game. More particularly, the drawing entries may be awarded
as prizes, which themselves are indexes into other entries in
the same pay table. Such additional entries may correspond to
one or more prizes. For example, when the drawing occurs,
the additional plays are awarded to the drawing numbers
associated with the ticket. These drawing numbers may be
associated with a particular game instance, of which there
may be many associated with one ticket. At the point when the
ticket is activated by the result of the drawing and play of the
online game is permitted, the player, upon the beginning of
play of the ticket or a particular game instance, the player is
awarded the additional plays (and therefore, any prizes) asso-
ciated with these additional plays. The additional plays may
be played as additional game instances, which themselves
have additional reveal opportunities. Alternatively, additional
reveal opportunities may be added to one or more other game
instances to make game play more exciting.

According to another aspect of the present invention, a
method is presented for providing players an enhanced gam-
ing experience. According to one embodiment, it is appreci-
ated that it is beneficial to enhance players’ interest in playing
games, particularly losing ones. In one embodiment, an illu-
sion is presented to players to provide the illusion of being
very close to winning a particular game. For instance, in the
case ofa slot machine, the slot machine result may indicate, in
athree-wheel slot machine, that the player received a winning
combination of two of the first wheels, and only with the
revealing of the last wheel does the player realize that he/she
has lost the game. According to one aspect, it is realized that
the losing game experience should compel the player to con-
tinue playing the game.

In another example system, prizes may be awarded in
association with each item collected in the game (e.g., num-
ber of points in a slot machine type game). Therefore, prizes
may be distributed among elements or levels during play as
well as being distributed among game instances. As dis-
cussed, prize distribution may be stored in a database of the
server, may be determined by the client (e.g., randomly), or
may be stored at any location or be determined by any manner
by the client.

According to another aspect of the invention, it is appreci-
ated that conventional methods for playing online games of
chance are not secure. In particular, because the result or
outcome of the game or predetermined sequence of game
states may be encoded on a ticket, the lottery game may be
compromised if the winning codes are deciphered. Such a
deciphering could occur, for example, by hacking a computer
system associated with the online lottery and obtaining a list
of' winning tickets, or reverse engineering software (e.g.,ona
PC) where the winning codes or sequence of game states may
be stored. Further, it is realized that in such conventional
systems, the lottery ticket or the online game software and its
data are single points of security failures in the system.

One aspect of the present invention relates to a method for
conducting a game of chance. According to one embodiment,
a more secure method is provided by which an online game
may be played. Instead of placing a game seed that deter-
mines a sequence of game states on a ticket (e.g., an instant
scratch or lottery ticket), the game states or outcomes may not
be placed on the ticket. Rather, the outcomes may be stored in
an online database. To this end, a code may be stored on the
ticket, the code being used as a decryption key used to find the
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outcome stored in the database. In particular, there may be a
mapping between an outcome code and a corresponding
decryption key that is printed on the ticket.

Because the decryption key is placed on the ticket, unau-
thorized access to the online game is not permitted without
the physical ticket. In another embodiment, a portion of the
decryption key is placed on the ticket, and another portion is
stored in a database associated with the online game. In this
manner, security cannot be breached without having both
portions of the key (either having the issued ticket portion or
the online portion). Thus, a hacker may not compromise a
lottery ticket database without the ticket, and, by virtue of
having a winning ticket, other winning ticket numbers may
not be determined. Access to the online portion of the key may
be obtained, for example, by providing some other informa-
tion (e.g., a serial number printed on the ticket). However, it
should be appreciated that the information used to gain access
to the online portion of the key need not be printed on the
ticket—the information may be provided on some other
medium or by another method.

The ticket may be, for example, a scratch-type lottery or
“instant” ticket, pull-tab, or type of pre-printed ticket type.
Alternatively, the ticket may be a printed lottery ticket as is
known in the art, which is a ticket printed at a Point of Sale
(POS), usually in the form of a lottery drawing ticket (e.g.,
PowerBall or other type lottery drawing game). Also, the
ticket may be an electronic ticket issued by a computer sys-
tem. It should be appreciated that the ticket may be any type
of'ticket issued in any form, and the invention is not limited to
any particular ticket type method of issuing a ticket.

According to one aspect of the present invention, a method
to provide incentive for a person to take an action in at least
one gambling location is provided. The method comprises
acts of a) inviting a qualified person to play an electronic
game not located at the gambling location; b) permitting,
within a specified time period, the qualified person to com-
plete electronic game play which has a plurality of outcomes,
at least one of which is a winning outcome; and ¢) permitting
the qualified person to redeem an outcome, wherein the quali-
fied person must take an action in at least one redemption
location within a specified time period. According to one
embodiment of the present invention, the at least one redemp-
tion location includes the gambling location. According to
another embodiment, the method further comprises an act of
qualifying the person to play the electronic game. According
to another embodiment the method further comprises acts of
permitting the qualified person to refer an invitation to at least
one other person, wherein the invitation comprises an oppor-
tunity to play the electronic game not located at the gambling
location. According to another embodiment, the act of per-
mitting, within a specific time period, includes permitting,
within a specific time period, the at least one other person to
complete electronic game play which has a plurality of out-
comes, at least one of which is a winning outcome. According
to another embodiment, the act of permitting the qualified
person to redeem, includes permitting the at least one other
person to redeem an outcome, wherein the at least one other
person must take an action in at least one of a redemption
location and gambling location within a specified time period.

According to another embodiment, the method further
comprises an act of determining whether to perform the act of
inviting responsive to the act of qualifying of the person.
According to another embodiment, the method further com-
prises an act of identifying the person. According to another
embodiment, the act of inviting is responsive to an act of
performing an action by the person in the gambling location.
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According to another embodiment, the act of inviting is
responsive to an act of performing an action by the person at
a location outside the gambling location. According to
another embodiment, the act of inviting is responsive to an act
of an event occurring within the gambling location. Accord-
ing to another embodiment, the act of qualifying the person
includes acts of obtaining demographical information related
to the person, and determining a status of the person based on
the demographical information. According to another
embodiment, the act of qualifying the person further com-
prises an act of determining a status of the player based at
least in part on previous play by the player. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on current game play by the player.

According to another aspect of the present invention, a
method to provide incentive for a person to take an action in
at least one gambling location is provided, the method com-
prising acts of a) inviting a qualified person to play an elec-
tronic game not located at the gambling location; b) permit-
ting the qualified person to play the electronic game, the game
having a plurality of outcomes, at least one of which is a
winning outcome; and c¢) permitting the qualified person to
redeem an outcome in at least one redemption location.
According to one embodiment, the at least one redemption
location includes the gambling location. According to
another embodiment, the method further comprises an act of
qualifying the person to play the electronic game. According
to another embodiment, the method further comprises an act
of permitting the qualified person to refer an invitation to at
least one other person, wherein the invitation comprises an
opportunity to play the electronic game not located at the
gambling location. According to another embodiment, the
method further comprises an act of tracking referrals made by
the qualified person.

According to another embodiment, the method further
comprises an act of determining whether to perform the act of
inviting responsive to the act of qualifying of the person.
According to another embodiment, the method further com-
prises an act of identifying the person. According to another
embodiment, the act of inviting is responsive to an act of
performing an action by the person in the gambling location.
According to another embodiment, the act of inviting is
responsive to an act of performing an action by the person at
a location outside the gambling location. According to
another embodiment, the act of inviting is responsive to an act
of'an event occurring within the gambling location.

According to another embodiment, the act of qualifying the
person includes acts of obtaining demographical information
related to the person, and determining a status of the person
based on the demographical information. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on previous play by the player. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on current game play by the player.

According to another aspect of the present invention, a
method to provide incentive for a person to take an action in
at least one gambling location is provided, the method com-
prising acts of: a) inviting a qualified person to play an elec-
tronic game not located at the gambling location; b) permit-
ting the qualified person to play the electronic game; c)
revealing an outcome to the player during play of the elec-
tronic game; and ¢) permitting the qualified person to redeem
an outcome in at least one gambling location. According to
one embodiment, the at least one redemption location
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includes the gambling location. According to another
embodiment, the method further comprises an act of permit-
ting the qualified person to invite at least one other person to
participate in the electronic game not located at the gambling
location. According to another embodiment, the act of per-
mitting the qualified person to play the electronic game,
includes permitting the at least one other person to play the
electronic game. According to another embodiment, the
method further comprises an act of tracking referrals made by
the qualified person. According to another embodiment, the
method further comprises an act of qualifying the at least one
other person to play the electronic game.

According to another embodiment, the method further
comprises an act of qualifying the person to play the elec-
tronic game. According to another embodiment, the method
further comprises an act of determining whether to perform
the act of inviting responsive to the act of qualifying of the
person. According to another embodiment, the method fur-
ther comprises an act of identifying the person. According to
another embodiment, the act of inviting is responsive to an act
of performing an action by the person in the gambling loca-
tion.

According to another embodiment, the act of inviting is
responsive to an act of performing an action by the person at
a location outside the gambling location. According to
another embodiment, the act of inviting is responsive to an act
of'an event occurring within the gambling location. Accord-
ing to another embodiment, the act of qualifying the person
includes acts of obtaining demographical information related
to the person, and determining a status of the person based on
the demographical information. According to another
embodiment, the act of qualifying the person further com-
prises an act of determining a status of the player based at
least in part on previous play by the player. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on current game play by the player.

According to another aspect of the present invention, a
method to provide incentive for a person to take an action in
at least one gambling location is provided, the method com-
prising acts of: a) inviting a qualified person to play an elec-
tronic game not located at the gambling location; b) permit-
ting the qualified person to play the electronic game, the game
having a plurality of outcomes, at least one of which is a
winning outcome; and ¢) accumulating a plurality of winning
outcomes including the at least one winning outcome, the
plurality of winning outcomes being capable of being
redeemed. According to one embodiment, the method further
comprises an act of permitting the qualified person to redeem
the plurality of winning outcomes in at least one redemption
location.

According to another embodiment, the at least one redemp-
tion location includes the gambling location. According to
another embodiment, the method further comprises an act of
correlating the plurality of winning outcomes with at least
one non-cashable credit that can be used by the qualified
person at the gambling location. According to another
embodiment, the method further comprises an act of qualify-
ing the person to play the electronic game. According to
another embodiment, the method further comprises an act of
determining whether to perform the act of inviting responsive
to the act of qualifying of the person.

According to another embodiment, the method further
comprises an act of identifying the person. According to
another embodiment, the act of inviting is responsive to an act
of performing an action by the person in the gambling loca-
tion. According to another embodiment, the act of inviting is
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responsive to an act of performing an action by the person at
a location outside the gambling location. According to
another embodiment, the act of inviting is responsive to an act
of'an event occurring within the gambling location.

According to another embodiment, the act of qualifying the
person includes acts of obtaining demographical information
related to the person, and determining a status of the person
based on the demographical information. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on previous play by the player. According to
another embodiment, the act of qualifying the person further
comprises an act of determining a status of the player based at
least in part on current game play by the player.

According to another aspect of the present invention, a
method is provided for conducting a game. The method com-
prises acts of inviting a person to play an electronic game not
located at the redemption location, the game having a plural-
ity of outcomes, at least one of which being a winning out-
come; permitting the person to play the game to obtain at least
one of the plurality of outcomes; and if the at least one of the
plurality of outcomes is a winning outcome, requiring the
person to redeem the at least one outcome at the redemption
location. According to one embodiment, the person is
required to play the game to obtain the at least one of the
plurality of outcomes within a specified time period.

According to another embodiment, the method further
comprises an act of qualifying the person to play the com-
puter-based game. According to another embodiment, the act
of qualifying the person includes acts of obtaining demo-
graphical information related to the person, and determining
a status of the person based on the demographical informa-
tion. According to another embodiment, the act of qualifying
the person further comprises an act of determining a status of
the player based at least in part on previous play by the player.
According to another embodiment, the act of qualifying the
person further comprises an act of determining a status of the
player based at least in part on current game play by the
player.

According to another embodiment, the act of qualifying the
person further comprises an act of determining a type of
gambler the person may be. According to another embodi-
ment, the plurality of outcomes is based at least in part on the
qualification. According to another embodiment, the method
further comprises an act of determining whether to perform
the act of inviting based on a qualification of the person.

According to another embodiment, the method further
comprises an act of determining a set of possible outcomes
based on the qualification. According to another embodiment,
the redemption location includes a gambling location.
According to another embodiment, the method further com-
prises an act of redeeming the at least one outcome in
response to an action performed by the person at the redemp-
tion location. According to another embodiment, the elec-
tronic game is played by the person on an electronic system
separate from gambling systems associated with the gam-
bling location.

According to another embodiment, the method further
comprises an act of identifying the person. According to
another embodiment, the method further comprises an act of
collecting personal information from the person. According
to another embodiment, the method further comprises an act
of obtaining information related to the person from at least
one database using at least a portion of the collected personal
information. According to another embodiment, the method
further comprises an act of requiring the person to redeem the
at least one outcome within a specified time period.
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According to another embodiment, permitting the person
to play the game to obtain at least one of the plurality of
outcomes includes an act of purchasing an entry to play the
electronic game. According to another embodiment, the each
of the plurality of outcomes is a winning outcome, and
wherein an amount of value provided by each of the winning
outcomes is greater than a cost to purchase the entry to play
the electronic game. According to another embodiment, the
act of inviting is responsive to an act of performing an action
by the person in the gambling location. According to another
embodiment, the act of inviting is responsive to an act of
performing an action by the person at a location outside the
gambling location.

According to another embodiment, the act of inviting is
responsive to an act of an event occurring within the gambling
location. According to another embodiment, the method fur-
ther comprises an act of identifying the person. According to
another embodiment, the method further comprises an act of
identifying the person using an identifier of a frequent player
program.

According to another aspect of the present invention, a
method for conducting a game is provided. The method com-
prises acts of inviting a person outside of a gambling location
to play an electronic game, the game having a plurality of
outcomes, at least one of which being a winning outcome,
permitting the person to play the gameto obtain at least one of
the plurality of outcomes, and if the at least one of the plural-
ity of outcomes is a winning outcome, requiring the person to
redeem the at least one outcome in the gambling location.
According to one embodiment, the method further comprises
anact of permitting the person to refer an invitation to play the
electronic game to at least one other person. According to
another embodiment, the act of permitting the person to play
the game includes permitting the at least one other person to
play the game to obtain at least one of the plurality of out-
comes. According to another embodiment, the act of requir-
ing the person includes requiring the at least one other person
to redeem any winning outcome at the redemption location.
According to another embodiment, the method further com-
prises an act of tracking referrals made by the person. Accord-
ing to another embodiment, the method further comprises an
act of identifying the at least one other person.

According to one embodiment of the present invention, the
atleast one outcome is redeemed for non-cashable credits that
may be used by the person at the gambling location. Accord-
ing to another embodiment of the invention, the method fur-
ther comprises an act of redeeming the at least one outcome.
According to another embodiment of the invention, the
method further comprises an act of crediting the player using
a player tracking system. According to another embodiment
of the invention, the method further comprises, an act of
identifying the person using a frequent player identifier.
According to another embodiment of the invention, the
method further comprises an act of qualitfying the person to
play the electronic game. According to another embodiment
of the invention, the method further comprises an act of
determining whether to perform the act of inviting responsive
to the act of qualifying of the person.

According to one embodiment of the present invention, the
method further comprises an act of identifying the person.
According to another embodiment of the invention, the act of
inviting is responsive to an act of performing an action by the
person in the gambling location. According to another
embodiment of the invention, the act of inviting is responsive
to an act of performing an action by the person at a location
outside the gambling location. According to another embodi-
ment of the invention, the act of inviting is responsive to an act
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of an event occurring within the gambling location. Accord-
ing to another embodiment of the invention, the act of quali-
fying the person includes acts of obtaining demographical
information related to the person, and determining a status of
the person based on the demographical information. Accord-
ing to another embodiment of the invention, the act of quali-
fying the person further comprises an act of determining a
status of the player based at least in part on previous play by
the player. According to another embodiment of the inven-
tion, the act of qualifying the person further comprises an act
of determining a status of the player based at least in part on
current game play by the player. According to another
embodiment of the invention, the method further comprises
an act of revealing the at least one of a plurality of outcomes
to the player during play of the electronic game. According to
another embodiment of the invention, the method further
comprises an act of permitting the player to play the elec-
tronic game, the electronic game communicating to a game
play server through a communication network. According to
another embodiment of the invention, the communication
network includes the Internet.

According to one aspect of the present invention, a method
for conducting a game is provided. The method comprises
acts of permitting a person to take one or more actions within
a gambling location, in response to the person taking the one
ormore actions, inviting the person to play an electronic game
separate from games offered in a gambling environment at the
gambling location, the game having a plurality of outcomes,
atleast one of which being a winning outcome, permitting the
person to play the game to obtain at least one outcome, and if
the at least one of the plurality of outcomes is a winning
outcome, requiring the person to redeem the at least one
outcome at the gambling location.

According to another embodiment of the invention, the one
or more actions includes an act of purchasing an entry to play
the electronic game. According to another embodiment of the
invention, the each of the plurality of outcomes is a winning
outcome, and wherein an amount of value provided by each of
the winning outcomes is greater than a cost to purchase the
entry to play the electronic game. According to another
embodiment of the invention, the at least one outcome is
redeemed for non-cashable credits that may be used by the
person at the gambling location. According to another
embodiment of the invention, the method further comprises
an act of redeeming the at least one outcome. According to
another embodiment of the invention, the method further
comprises an act of crediting the player using a player track-
ing system. According to another embodiment of the inven-
tion, the method further comprises an act of identifying the
person using a frequent player identifier. According to
another embodiment of the invention, the method further
comprises an act of qualifying the person to play the elec-
tronic game. According to another embodiment of the inven-
tion, the method further comprises an act of determining
whether to perform the act of inviting responsive to the act of
qualifying of the person.

According to one embodiment of the present invention, the
method further comprises an act of identifying the person.
According to another embodiment of the invention, the act of
inviting is responsive to an act of an event occurring within
the gambling location. According to another embodiment of
the invention, the act of qualifying the person includes acts of
obtaining demographical information related to the person,
and determining a status of the person based on the demo-
graphical information. According to another embodiment of
the invention, the act of qualifying the person further com-
prises an act of determining a status of the player based at
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least in part on previous play by the player. According to
another embodiment of the invention, the act of qualifying the
person further comprises an act of determining a status of the
player based at least in part on current game play by the
player. According to another embodiment of the invention,
the method further comprises an act of revealing the at least
one outcome to the player during play of the electronic game.
According to another embodiment of the invention, the
method further comprises an act of permitting the player to
play the electronic game, the electronic game communicating
to a game play server through a communication network.
According to another embodiment of the invention, the com-
munication network includes the Internet.

According to another aspect of the present invention, a
method for conducting a game is provided. The method com-
prises acts of permitting a person to take one or more actions
within a gambling location, in response to the person taking
the one or more actions, inviting the person to play an elec-
tronic game separate from games offered in a gambling envi-
ronment at the gambling location, the game having a plurality
of' outcomes, at least one of which being a winning outcome,
permitting the person to play the game to obtain at least one
outcome, and if the at least one of the plurality of outcomes is
awinning outcome, requiring the person to redeem the at least
one outcome at a redemption location. According to one
embodiment of the present invention, the redemption location
includes the gambling location in which the one or more
actions were taken.

According to another embodiment of the invention, the one
or more actions includes an act of purchasing an entry to play
the electronic game. According to another embodiment of the
invention, the each of the plurality of outcomes is a winning
outcome, and wherein an amount of value provided by each of
the winning outcomes is greater than a cost to purchase the
entry to play the electronic game. According to another
embodiment of the invention, the at least one outcome is
redeemed for non-cashable credits that may be used by the
person at the gambling location. According to another
embodiment of the invention, the method further comprises
an act of redeeming the at least one outcome. According to
another embodiment of the invention, the method further
comprises an act of crediting the player using a player track-
ing system. According to another embodiment of the inven-
tion, the method further comprises an act of identifying the
person using a frequent player identifier. According to
another embodiment of the invention, the method further
comprises an act of qualifying the person to play the elec-
tronic game.

According to one embodiment of the present invention, the
method further comprises an act of determining whether to
perform the act of inviting responsive to the act of qualifying
of'the person. According to another embodiment of the inven-
tion, the method further comprises an act of identifying the
person. According to another embodiment of the invention,
the act of inviting is responsive to an act of an event occurring
within the gambling location. According to another embodi-
ment of the invention, the act of qualifying the person
includes acts of obtaining demographical information related
to the person, and determining a status of the person based on
the demographical information. According to another
embodiment of the invention, the act of qualifying the person
further comprises an act of determining a status of the player
based at least in part on previous play by the player. Accord-
ing to another embodiment of the invention, the act of quali-
fying the person further comprises an act of determining a
status of the player based at least in part on current game play
by the player. According to another embodiment of the inven-
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tion, the method further comprises an act of revealing the at
least one outcome to the player during play of the electronic
game. According to another embodiment of the invention, the
method further comprises an act of permitting the player to
play the electronic game, the electronic game communicating
to a game play server through a communication network.
According to another embodiment of the invention, the com-
munication network includes the Internet.

According to another aspect of the present invention, a
method for conducting a game is provided. The method com-
prises acts of permitting a person to take one or more actions
within a gambling location, in response to the person taking
the one or more actions, inviting the person to play an elec-
tronic game separate from games offered in a gambling envi-
ronment at the gambling location, the game having a plurality
of outcomes, at least one of which being a winning outcome,
permitting the person to play the game to obtain at least one of
the plurality of outcomes, and if the at least one of the plural-
ity of outcomes is a winning outcome, requiring the person to
redeem the at least one outcome in at least one gambling
location. According to one embodiment of the present inven-
tion, the gambling location and the at least one gambling
location are the same location. According to another embodi-
ment of the invention, the one or more actions includes an act
of'purchasing an entry to play the electronic game. According
to another embodiment of the invention, the each of the plu-
rality of outcomes is a winning outcome, and wherein an
amount of value provided by each of the winning outcomes is
greater than a cost to purchase the entry to play the electronic
game. According to another embodiment of the invention, the
atleast one outcome is redeemed for non-cashable credits that
may be used by the person at the gambling location. Accord-
ing to another embodiment of the invention, the method fur-
ther comprises an act of redeeming the at least one outcome.
According to another embodiment of the invention, the
method further comprises an act of crediting the player using
a player tracking system. According to another embodiment
of the invention, the method further comprises an act of
identifying the person using a frequent player identifier.
According to another embodiment of the invention, the
method further comprises an act of qualitying the person to
play the electronic game.

According to one embodiment of the present invention, the
method further comprises an act of determining whether to
perform the act of inviting responsive to the act of qualifying
of'the person. According to another embodiment of the inven-
tion, the method further comprises an act of identifying the
person. According to another embodiment of the invention,
the act of inviting is responsive to an act of an event occurring
within the gambling location. According to another embodi-
ment of the invention, the act of qualifying the person
includes acts of obtaining demographical information related
to the person, and determining a status of the person based on
the demographical information. According to another
embodiment of the invention, the act of qualifying the person
further comprises an act of determining a status of the player
based at least in part on previous play by the player. Accord-
ing to another embodiment of the invention, the act of quali-
fying the person further comprises an act of determining a
status of the player based at least in part on current game play
by the player. According to another embodiment of the inven-
tion, the method further comprises an act of revealing the at
least one outcome to the player during play of the electronic
game. According to another embodiment of the invention, the
method further comprises an act of permitting the player to
play the electronic game, the electronic game communicating
to a game play server through a communication network.
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According to another embodiment of the invention, the com-
munication network includes the Internet.

According to one aspect of the present invention, a method
for conducting a game is provided. The method comprises
acts of qualifying a person to play an electronic game, in
response to the person playing the electronic game, inviting
the person to play another electronic game separate from
games offered in a gambling environment at the gambling
location, the game having a plurality of outcomes, at least one
of which being a winning outcome, and requiring the person
to redeem the at least one outcome at the gambling location.
According to one embodiment of the present invention, the
act of qualifying the person includes acts of obtaining demo-
graphical information related to the person, and determining
a status of the person based on the demographical informa-
tion. According to another embodiment of the invention, the
act of qualifying the person further comprises an act of deter-
mining a status of the player based at least in part on previous
play by the player. According to another embodiment of the
invention, the act of qualifying the person further comprises
an act of determining a status of the player based at least in
part on current game play by the player.

According to another embodiment of the invention, the act
of qualifying further comprises an act of qualifying the per-
son in response to actions performed by the person at a web-
site. According to another embodiment of the invention, the
act of qualifying further comprises an act of qualifying the
person based, at least in part, on an income of the person.
According to another embodiment of the invention, the act of
qualifying further comprises an act of qualifying the person
based, at least in part, on one or more of the group comprising
an occupation of the person, an age of the person, a gender of
the person, an employment history of the player, and personal
information of the player.

According to one embodiment of the present invention, the
method further comprises an act of determining, based on the
act of qualifying, a qualification level of the person. Accord-
ing to another embodiment of the invention, the method fur-
ther comprises an act of determining the at least one outcome
based, at least in part, on the qualification level of the person.
According to another embodiment of the invention, the
method further comprises acts of storing information relating
to the person in a memory of a computer system, and deter-
mining, based at least in part on the stored information, a
qualification of the player. According to another embodiment
of the invention, the method further comprises an act of
collecting current information associated with the person,
and wherein the method further comprises an act of determin-
ing the qualification based at least in part on the stored infor-
mation and the collected information. According to another
embodiment of the invention, the act of qualifying further
comprises an act of qualifying the person responsive to the
occurrence of an event at the gambling location. According to
another embodiment of the invention, the act of qualifying
further comprises an act of qualifying the person based, at
least in part, on a relation of the person to another person.
According to another embodiment of the invention, the rela-
tion of the person includes at least one of a familial relation or
an acquaintance relation. According to another embodiment
of'the invention, the act of qualifying is responsive to an act of
receiving a referral from an acquaintance of the person.

According to another aspect of the present invention, a
method for providing an incentive to a person to visit a gam-
bling location is provided. The method comprises acts of
qualifying a person, and in response to the act of qualifying
the person, performing acts of providing an award to the
qualified person, and inviting the person to visit a gambling
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location to redeem the award. According to one embodiment
of the present invention, the act of qualifying the person
includes acts of obtaining demographical information related
to the person, and determining a status of the person based on
the demographical information. According to another
embodiment of the invention, the act of qualifying the person
further comprises an act of determining a status of the player
based at least in part on previous play of at least one game by
the player. According to another embodiment of the inven-
tion, the act of qualifying the person further comprises an act
of determining a status of the player based at least in part on
current game play by the player. According to another
embodiment of the invention, the act of qualifying further
comprises an act of qualifying the person in response to
actions performed by the person at a website. According to
another embodiment of the invention, the act of qualifying
further comprises an act of qualifying the person based, at
least in part, on an income of the person. According to another
embodiment of the invention, the act of qualifying further
comprises an act of qualifying the person based, at least in
part, on one or more of the group comprising an occupation of
the person, an age of the person, a gender of the person, an
employment history of the player, and personal information
of the player.

According to one embodiment of the present invention, the
method further comprises an act of determining, based on the
act of qualifying, a qualification level of the person. Accord-
ing to another embodiment of the invention, the method fur-
ther comprises an act of determining the at least one outcome
based, at least in part, on the qualification level of the person.
According to another embodiment of the invention, the
method further comprises acts of storing information relating
to the person in a memory of a computer system, and deter-
mining, based at least in part on the stored information, a
qualification of the player. According to another embodiment
of the invention, the method further comprises an act of
collecting current information associated with the person,
and wherein the method further comprises an act of determin-
ing the qualification based at least in part on the stored infor-
mation and the collected information. According to another
embodiment of the invention, the act of qualifying further
comprises an act of qualifying the person responsive to the
occurrence of an event at the gambling location. According to
another embodiment of the invention, the act of qualifying
further comprises an act of qualifying the person based, at
least in part, on a relation of the person to another person.
According to another embodiment of the invention, the rela-
tion of the person includes at least one of a familial relation or
an acquaintance relation. According to another embodiment
of'the invention, the act of qualifying is responsive to an act of
receiving a referral from an acquaintance of the person.

According to another aspect of the present invention, a
method for providing an incentive to a person to visit a gam-
bling location is provided. The method comprises acts of
determining a status of the person comprising evaluating one
or more parameters that are indicative of a value of the person
as a player in a gambling environment, determining an award
to the person based at least in part on the determined status,
and providing the award to the person. According to one
embodiment of the present invention, the method further
comprises an act of requiring the person to redeem the award
at the gambling location. According to another embodiment
of the invention, the act of determining a status further com-
prises an act of evaluating a plurality of parameters related to
the person. According to another embodiment of the inven-
tion, the plurality of parameters includes at least on of the
group comprising past play performance of the person, per-
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sonal attributes, and current play performance. According to
another embodiment of the invention, the method further
comprises an act of comparing the plurality of parameters
related to the person with a plurality of parameters with
another person known to gamble at a particular volume.
According to another embodiment of the invention, the
method further comprise an act of identifying the person as a
particular type of gambler based at least in part on a result of
the act of comparing.

According to another aspect of the present invention, a
method for conducting a game played by a player is provided.
The method comprises acts of notifying the player of an
opportunity to win a prize, accessing of the operator’s website
by the player, notifying the player of any prize won by the
player, providing for the player to play a game(s) on the
operator’s website, and providing a computer-based game to
be played by the player which reveals the prize won by the
player. According to one embodiment of the present inven-
tion, the method further comprises an act of storing, on a
server, the prize won by the player. According to another
embodiment of the invention, a coupon is provided with the
notification of an opportunity to win the prize. According to
another embodiment of the invention, the coupon includes an
access code, and the method comprises an act of permitting
the player to enter the access code into a website of the
operator to gain access. According to another embodiment of
the invention, the notification occurs in response to a player
performing at least one of the groups comprising entering
frequent player information, and swiping a frequent player
card at a kiosk. According to another embodiment of the
invention, the notification occurs by at least one of the group
comprising mail, an e-mail, a telephone, and a fax. According
to another embodiment of the invention, the prize won by the
player in each game is predetermined. According to another
embodiment of the invention, the total prize won by the player
in all games played with the game credits is predetermined.

According to one embodiment of the present invention, the
game credits provided to a player is predetermined. Accord-
ing to another embodiment of the invention, the sequence of
reveals is predetermined. According to another embodiment
of the invention, the reveals are randomly determined by the
client. According to another embodiment of the invention, the
sequence of reveals is stored in a database of a server. Accord-
ing to another embodiment of the invention, the method fur-
ther comprises an act of providing a player an opportunity to
enter a sweepstake. According to another embodiment of the
invention, the method further comprises an act of entering the
sweepstake by the player. According to another embodiment
of'the invention, the player is immediately notified of winning
or losing the sweepstake. According to another embodiment
of'the invention, the player is entered into at least one of a next
drawing, one or more future drawings, and a limited number
of future drawings. According to another embodiment of the
invention, the prize includes a non-cashable credit. According
to another embodiment of the invention, the prize includes a
complimentary offer. According to another embodiment of
the invention, the prize includes a promotional prize. Accord-
ing to another embodiment of the invention, the non-cashable
credit is used by the player at a gambling location of the
operator. According to another embodiment of the invention,
the non-cashable credit is used to obtain a free play of a game
located at a gambling location of the operator.

According to one embodiment of the present invention, the
non-cashable credit can be used only at the gambling location
of the operator. According to another embodiment, the com-
plimentary offer is redeemed only at the gambling location of
the operator. According to another embodiment of the inven-
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tion, the promotional prize is redeemed only at the gambling
location of the operator. According to another embodiment of
the invention, the act of notifying the player is performed
using information associated with a frequent player member-
ship. According to another embodiment of the invention, an
amount of the prize awarded to the player is limited by a
predetermined range. According to another embodiment of
the invention, the amount of the prize is randomly selected by
a computer system, the randomly selected amount being lim-
ited by the predetermined range.

According to one aspect of the invention, a method for
conducting an incentive program is provided. The method
comprises acts of permitting at least one frequent player
program member of the incentive program to submit identi-
fication information associated with the at least one frequent
player program member, and providing at least one special
incentive to the at least one frequent player program member
in response to the remote entry of the identification informa-
tion associated with the at least one frequent player program
member. According to one embodiment of the invention, the
act of permitting further comprises an act of permitting the
user to remotely swipe a membership card identifying the at
least one frequent player program member. According to
another embodiment, the act of remotely swiping a member-
ship card is performed by the member entering a unique
identifier. According to another embodiment, the act of
remotely swiping a membership card is performed by the
member additionally entering at least one of a password and
a passcode.

According to one embodiment of the invention, the at least
one special incentive includes at least one of a prize and an
award. According to another embodiment, the at least one of
a prize and an award is won by a frequent player program
member through a sweepstake. According to another embodi-
ment, the member is not informed of a win until the player
visits the gambling location. According to another embodi-
ment, the member must go to the gambling location to receive
the at least one of the prize and the award. According to
another embodiment, the member must go to the gambling
location to receive the at least one of the prize and the award
within a specified time period. According to another embodi-
ment, the method further comprises an act of providing to the
member a unique identifier.

According to one embodiment of the invention, the method
further comprises an act of providing to the member at least
one of a password and a passcode. According to another
embodiment, the act of remotely swiping the membership
card is performed by at least one of a video-enable, audio-
enabled, and card reader-containing device. According to
another embodiment, the device includes at least one of a
kiosk, a personal computer, a handheld device, a telephone,
and a wireless telephone. According to another embodiment,
the at least one of the prize and the award includes at least one
of money, a credit, merchandise, and loyalty points. Accord-
ing to another embodiment, the at least one of the prize and
the award includes money, and wherein the method further
comprises an act of paying out money including an act of
providing at least one of cash, a check, a debit card, and an
account credit. According to another embodiment, the at least
one of the prize and the award includes loyalty points, and the
method further comprises an act of paying out loyalty points
including providing at least one of a loyalty program credit
and an account credit.

According to another aspect of the present invention, a
method is provided for conducting a game comprising acts of
providing an incentive to a player to return to a gaming
establishment, and displaying an indication of the incentive to
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the player in an interface of a remote computer system.
According to one embodiment, the remote computer system
is located outside of the gaming establishment. According to
another embodiment, the computer system is not part of the
gaming establishment.

According to another embodiment, the method further
comprises an act of associating the incentive with an identi-
fication of the player. According to another embodiment, the
identification of the player includes frequent player identifi-
cation. According to another embodiment, the act of display-
ing includes an act of displaying the incentive to the player
during play of an online game.

According to another embodiment, the act of providing an
incentive is performed periodically. According to another
embodiment, the method further comprises an act of deter-
mining an incentive periodically and displaying an active
incentive to the player in the interface of a remote computer
system. According to another embodiment, the act of deter-
mining an incentive periodically further comprises determin-
ing a time period for the active incentive such that the player
is motivated to periodically view the interface.

According to one embodiment, the interface includes a
browser-based interface. According to another embodiment,
the remote computer system is coupled to the gaming estab-
lishment via a communication network. According to another
embodiment, the communication network includes the Inter-
net. According to another embodiment, the method further
comprises an act of requiring the player to return to the
gaming establishment to redeem the incentive. According to
another embodiment, the method further comprises an act of
requiring the player to redeem the incentive within a prede-
termined time period.

According to one embodiment, the gaming establishment
includes a gambling location. In another embodiment, the
association is performed by a computer system of the gaming
establishment. According to another embodiment, the
method further comprises an act of tracking a winning of the
incentive by the player according to the identification of the
player. According to another embodiment, the act of tracking
includes tracking the winning of the incentive using the fre-
quent player identification. According to another embodi-
ment, the computer system of the gaming establishment
includes at least one of a player tracking system, a gaming
machine, a kiosk, and a casino management system.

According to one aspect of the invention, a method for
conducting an incentive program is provided. The method
comprises acts of permitting at least one frequent player
program member of the incentive program to submit identi-
fication information associated with the at least one frequent
player program member, and providing at least one special
incentive to the at least one frequent player program member
in response to the remote entry of the identification informa-
tion associated with the at least one frequent player program
member. According to one embodiment of the invention, the
act of permitting further comprises an act of permitting the
user to remotely swipe a membership card identifying the at
least one frequent player program member. According to
another embodiment, the act of remotely swiping a member-
ship card is performed by the member entering a unique
identifier. According to another embodiment, the act of
remotely swiping a membership card is performed by the
member additionally entering at least one of a password and
a passcode.

According to one embodiment of the invention, the at least
one special incentive includes at least one of a prize and an
award. According to another embodiment, the at least one of
a prize and an award is won by a frequent player program
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member through a sweepstake. According to another embodi-
ment, the member is not informed of a win until the player
visits the gambling location. According to another embodi-
ment, the member must go to the gambling location to receive
the at least one of the prize and the award. According to
another embodiment, the member must go to the gambling
location to receive the at least one of the prize and the award
within a specified time period. According to another embodi-
ment, the method further comprises an act of providing to the
member a unique identifier.

According to one embodiment of the invention, the method
further comprises an act of providing to the member at least
one of a password and a passcode. According to another
embodiment, the act of remotely swiping the membership
card is performed by at least one of a video-enable, audio-
enabled, and card reader-containing device. According to
another embodiment, the device includes at least one of a
kiosk, a personal computer, a handheld device, a telephone,
and a wireles